This work has to do with cognition and learning processes based on original and simple definitions for concepts and operations between them. Concept Theory corresponds to the human mind as it forms and manipulates knowledge. Logo language does the same: it is a tool to construct knowledge with a simple and natural way step by step. Logo was created not only for pupils of the primary school but for everyone, based on Piaget's psychological theories. Besides, imagination is absolutely included in both Logo and Concept Systems. Discovering by Logo is the same with constructing all possible concepts, all possible worlds, from which different scenarios can be selected. There are no restrictions, no mistakes, all objects are free to exist. Concept Systems and their Logo -like environment are not only for Mathematicians and Informatics specialists but, mainly, for scientists working on Psychology, Education, Pedagogics, Didactics.
A. Mathematical structure of concepts Definition 1. Concept is every assignment of a prototype to an icon, whatever may be the prototype and the icon. We call the prototype "object" and the icon "attributes". We symbolize a concept with a couple whose left part is the object and right part the attributes. . We call this operation "intersection of concepts". With the above two operations, for every two concepts, there exist a "higher" and a "lower" concept. 
Since ≈ is an equivalence relation, we have classes of concepts. As we know, the classes are disjoint sets and their union makes the set of reference. So, in our case, we have a partitioning of the set C of all concepts (neither of the set Ω of isolated objects nor of the potential set P (Ω) of objects). The set C of all concepts, with the two operations intersection ( • ∩ ) and symmetric-difference D is proved to have the order of a Lattice, which is equivalent to the structure of a Boolean Algebra . Let's go, now, to the concepts. We can take
, which is a distance between objects, but it does not say many things, since it is quantitative but not qualitative: two sets of objects may have many different elements, coming from the same homogenous population (Biometry, Psychometry, students' and teachers' evaluation ....). Besides, we are not working with objects or attributes, but with both of them, that is concepts. Consequently, if the distance of the attributes is increasing, the distance of the objects is, accordingly, decreasing. The explanation comes naturally: if we have a large range of attributes, this range can fit only to a small range of objects (larger intension, smaller extension). How can we succeed to have small distance between two objects? If it is large, then . This means that, for foreign sets of objects, we cannot be sure for their common attributes: except of the known ones A 1 ∩ A 2 , there may exist other unknown (because they belong to the complement of A 1 ∪ A 2 ). Conclusions: 1. two concepts can be: a. interrelated either by having common objects or by having common attributes, b. discriminated by discriminating both objects and attributes… 2. The symmetric-difference shows us the dissimilarities and the intersection the similarities among our objects.
B. Cognitive Application
Concept theory corresponds to human mind as it forms and manipulates knowledge. Logo language of computers does the same: it is a tool for constructing knowledge with a simple and natural way step by step. Logo was created not only for pupils of the primary school but, also, for everyone, based on Piaget's psychological theories. Besides, imagination is absolutely included in both Logo and Concept Systems. Discovering by Logo is the same with constructing all possible concepts. When we consider an object, we can gradually "add" new attributes. In fact, it is the set A of their common attributes, that defines the objects of the same kind. E.g., the set O of chairs of a house consists of different chairs but all of them have the same common attributes by which the set of chairs is defined. So, the word "common" of the attributes comes naturally, even if we do not start with common attributes. What is very important is that the concepts are constructed from other concepts. What we have presented up to now about concepts is immediately connected with Logo. Pupils can learn so many things by "playing" with concepts: prototype, icon, assignment, attribute, object, construction of knowledge, no mistakes-everything is useful, relativity of objects (if we change the set of attributes, then we create another object and so we must find another name for it), intersection of sets, "is-rule", "has-rule", differentiation of kinds, definition of an object, imagina-tion and others. Very good examples are the following geometrical figures and nongeometrical icons, created, with the use of Logo, in the School Computer Laboratory.
Figures 1-2, 3-4-5, 6-7
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C. Application to concepts' formation
Logo is a tool for learning and learning is achieved only through concepts. Let One realizes that, by using the instruction Make, an assignment is made of the objects to the attributes (which is a classification, too, e.g., a rhomb belongs to the four-sided figures with all sides equal). 4. Fput and Lput: in order to create, step by step, a list (set) of attributes. 5. In this way, we obtain the icon (attributes) of the object (thing) parents. ? Pr thing "parents father mother 6. Name an object. A standardization can be made, to a certain extent, so that we know the concept that is hidden under this term. Imagination is, also necessary, so that, for new concepts, we find new terms (names), without suppressing new concepts under old names. E.g., our imagination has created the concept of Pegasus. If we have the concept of an area on which we work, e.g., the four-sided figures of one level, then, using the two operations, we can create all the possible concepts showing similarities. It is the lattice of concepts discovered experimentally by Piaget, but this time expressed by the mathematical theory of concepts. Very important is the fact that the lattice in not only an hierarchy but contains, also, links. Pupils, students and, generally, people, must get accustomed with links, because hierarchies are, most of the times, an oversimplification of real life. An "object" may be involved in different concepts. Consequently, what really exist are the concepts (assignments), by which we can make only comparisons between objects. E.g., the structure of the four-sided figures of one level is not a tree… 
D. Application to Multimedia
One main point of this work is that, what really exists (or plays role) in our world, is the assignment (the function) of the prototypes to the icons (of the objects to the attributes). Any prototype is an object, any icon is a set of attributes, any set of attributes gives rise to an object, any object is expressed by its attributes, any object "is equal" to its set of attributes. Real equality does not exist, objects and attributes cannot be absolutely defined. Our world is relative and dynamic, not sure and static. An object does not exist by itself, but by its attributes. That's why we say that an object "is equal" to its attributes. Other set of attributes creates another object. Is there an optimum path in order to treat a subject we are interested in? We can go "surfing" but, in any case, inside the frame of the Multimedia Design of this subject. Files, icons and sounds are connected "properly" when the connection has a meaning, which is equivalent to the conceptual context of the subject. Concepts are connected by their nature, from their "birth". The sequence or, better, net of files, icons and sounds has the meaning that is imposed by the concept-only concepts give a meaning to them. The conceptual sublattice, created by the concepts of this subject, is the optimum path!…
